Othello' 

231738 

REPLACING  THE  BATTERY 

-  With  a  screwdriver,  unscrew  the  battery  cover. 

-  Slide  the  battery  cover  down,  and  remove  it  from  the  unit. 

-  Replace  the  batteries  with  the  positive  (+)  and  negative  (-)  ends 

facing  the  proper  direction  as  indicated  inaide  the  battery 
compartment.  j|  /  „ ' 

-  Slide  the  cover  back  on  the  unit. 

-  Screw  the  cover  back  into  the  unit. 

(see  the  diagram  for  battery  replacement) 
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BATTERY  PRECAUTIONS 

-  Uses  LR44,  G13  or  equivalent  batteries. 

-  Do  not  use  rechargeable  batteries  are  not  be  recharge. 

-  Different  types  of  batteries  or  new  and  used  batteries  are  not  to  be 
mixed. 

-  Uses  alkaline  batteries  for  best  performance  and  longer  life. 

-  Batteries  are  to  be  inserted  with  the  correct  polarny. 

-  Exhausted  batteries  are  to  be  removed  from  the  game  unit. 

-  The  supply  terminals  are  not  to  be  short-circuited 

SOUND  EFFECTS 

You  may  choose  to  turn  off  the  sound  effects  by  pressing  the  SOUND 
button  at  any  time.  The  sound  symbol  will  be  displayed  when  sound 
effects  are  turned  on. 

AUTO  POWER  OFF 

The  unit  will  turn  off  automatically  if  no  button  is  pubhed  for 
approximately  4  minutes. 

TO  PLAY 

OBJECT:  Taking  turns  with  the  computer,  fill  up  the  grid  by 
capturing  your  opponent’s  pieces  while  avoiding  letting  the 
computer  capture  yours.  Win  by  having  more  of  your  black  pieces  on 
the  filled  board. 

RULES  OF  THE  GAME 

The  board  is  divided  into  64  squares.  You  and  tie  computer  both 
have  32  pieces.  Yours  are  black,  and  the  computer’s  are  white.  At  the 
start  of  the  game,  four  pieces  are  already  on  the  certer  of  the  board,  in 
the  following  configuration: 

You  move  first.  In  each  move,  you  must  surround  ysur  one  or  more  of 
your  opponent’s  pieces  between  two  of  your  own.  All  the  pieces  you 
capture  are  changed  to  your  color.  (In  making  a  riove,  you  may  not 
skip  empty  spaces;  the  piece  you  play  must  be  paced  on  a  square 
right  next  to  a  piece  of  your  opponent’s  that  you  an  able  to  capture.) 


Any  of  your  opponent’s  pieces  the  t  are  between  the  piece  that  you 
play  and  any  of  your  other  pieces  c  i  the  board,  vertically,  horizontally, 
or  diagonally  can  be  captured.  You  nay  capture  pieces  in  all  directions 
in  the  same  move.  When  you  movi  i,  the  computer  automatically  turns 
all  captured  pieces  to  the  appropri;  te  color. 

If  a  player  cannot  capture  any  pie  :es,  that  player  loses  his  turn  and 
must  PASS  to  the  opponent. 

When  all  the  squares  are  filled  or  leither  player  is  able  to  move,  the 
game  is  over.  Pieces  are  counted,  and  the  player  with  more  pieces  of 
their  color  on  the  board  wins.  j 


STRATEGY 

Following  are  some  tips  for  playing  OTHELLO®  .  Use  them  as 

guidelines,  not  hard-and-fast  rules.  You  will  develop  your  own 

philosophies  about  different  strategies  and  their  effectiveness. 

-  The  most  valuable  squares  on  the  board  are  the  corners,  since  once 
a  piece  is  there  it  can  never  be  captured.  If  you  get  a  corner  piece 
and  play  smart,  you  may  find  yourself  able  to  capture  whole  sections 
of  the  board.  However,  capturinjg 

corners  is  not  a  guaranty  of  victory... there  are  solid  defenses  that 
can  take  away  much  of  the  advantage.  For  example,  if  one  player 
captures  a  corner  and  the  square  two  squares  beside  it,  the  other 
player  may  remove  much  of  the  strength  of  the  corner  if  he  or  she 
captures  the  square  directly  next  to  the  corner. 

-  The  outside  edges  of  the  board  sjlso  contain  strong  squares.  These 
squares  can  only  be  captured  frdm  two  directions,  but  can  serve  as 
the  endpoints  for  moves  in  five  directions.  If  you  can  own  an  edge 
row,  you  may  hold  the  key  to  the  game. 

-  Be  careful  placing  pieces  in  the  rows  directly  next  to  the  outside 
edges.  These  rows  allow  accesi  to  the  corners  and  outside  edges. 

-  Sometimes  it  is  smarter  to  play  fo  position,  even  if  it  means  capturing 
fewer  pieces.  Often,  declining  t  >  capture  a  large  number  of  pieces 
in  one  move  will  allow  you  the  s:rength  of  position  to  capture  even 
more  in  the  long  run. 


PLAYING  ELECTRONIC  OTHELLO  ® 

The  layout  of  the  game  board  is  as  follows: 


51  =  Level 

52  =  Sound 

53  =  Player 

54  =  On/Off 

55  =  Reset 

56  =  Pass 

57  =  Start 

58  =  Enter 

59  =  Up 

510  =  Left 

511  =  Right 
SI  2  =  Down 


NOTE:  The  RESET  button  resets  the  L.C.D.  screen  and  should  be 

used  when  replacing  the  battery  or  in  case  of  malfunction. 

-  Press  the  ON  button  to  turn  on  the  game. 

-  Select  the  LEVEL  (1 , 2,  or  3)  and  press  START  to  set  up  the  game 
pieces.  (NOTE:  at  each  greater  skill  level,  your 

computer  opponent  is  smarter  and  better  versed  in  strategy.) 

-  Normally,  you  play  first.  If  you  want  the  computer  to  make  the  first 
move,  press  the  PASS  button  before  making  a  move.  After  the  first 
move  is  made,  you  may  only  press  PASS  when  you  have  no  legal 
move  available. 

-  To  select  the  square  in  which  to  place  your  piece,  use  the  arrow 
keys.  A  marker  on  the  left  side  of  the  screen  will  indicate  the  row 
you  have  selected.  A  similar  marker  on  the  top  of  the  screen  will 
indicate  which  column  you  have  selected.  And  a  flashing  black  piece 
will  show  you  which  square  you  are  currently  pointing  to.  Note  that 
the  flashing  piqce  will  flash  somewhat  differently  when  it  is  on  top  of 
a  piece  that  hate  already  been  played.  The  computer  will  not  allow 
you  to  place  a  piece  in  a  square  that  is  already  occupied. 

-  When  you  hav$  chosen  which  square  you  which  to  use,  press  the 
ENTER  button:  Your  piece  will  be  placed  there  and  you  will  see  the 
computer  turn  the  captured  pieces  to  your  color,  If  you  press  ENTER 
on  an  illegal  square,  you  will  hear  an  error  tone  (if  the  sound  is  on). 

-  If,  at  any  time,  you  are  curious  to  know  who  has  more  pieces  on  the 
board,  look  under  the  SCORE  on  the  screen.  The  two  digits  to  the 
left  are  the  number  of  pieces  you  have,  and  the  two  digits  on  the 
right  are  the  number  of  pieces  your  opponent  has. 

-  If  there  is  no  legal  move  for  you  to  make,  press  the  PASS  button. 
The  computer  will  not  allow  you  to  PASS  if  there  is  a  legal  move 
available. 

-  If  the  computer’cannot  make  a  move,  the  word  PASS  will 
appear  on  the  Screen  and  remain  lit  until  you  make  your  move. 

-  When  the  game  board  is  filled,  or  if  neither  you  nor  the  computer 
have  any  legal  moves  available,  the  game  is  over.  You  will  watch  as 
each  players’  pieces  are  counted  and  a  winner  is  declared. 

Please  keep  this  instruction  sheet  as  it  contains  important  messages. 
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